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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF PADA
MATERI BILANGAN BULAT KELAS VII DENGAN METODE GAME-
BASED LEARNING (Oleh: Muhamamd Alfiannur; Pembimbing: Ati Sukmawati,
Novan Alkaf Bahraini Saputra; 2025; 90 halaman)

ABSTRAK

Rendahnya motivasi belajar siswa terhadap matematika menjadi masalah yang
melatarbelakangi penelitian ini, sehingga diperlukan pengembangan media
pembelajaran interaktif untuk materi bilangan bulat bagi siswa kelas VII
SMP/MTs menggunakan metode Game-Based Learning (GBL). Penelitian ini
juga bertujuan untuk mengetahui kevalidan media yang dikembangkan. Penelitian
ini menggunakan jenis Penelitian dan Pengembangan (Research and Development
- R&D) dengan model pengembangan ADDIE yang dibatasi pada tahap analisis,
desain, pengembangan, dan evaluasi. Teknik analisis data yang digunakan adalah
analisis data kuantitatif. Prosedur analisis data kuantitatif ini melibatkan penyajian
produk, yaitu media pembelajaran interaktif berbasis web. Data kuantitatif
diperoleh dari evaluasi kevalidan media pembelajaran interaktif berbasis web
melalui pengisian instrumen berupa angket oleh para ahli materi dan ahli media
terhadap produk tersebut. Hasil penelitian ini berupa media pembelajaran
interaktif pada materi bilangan bulat kelas VII yang dikembangakan
menggunakan teknologi HTML, CSS, PHP, Laravel, MySQL, Construct 2,
Netlify, Visual Studio Code, Mozila Firefox, dan Corel Draw. Hasil penellitian
ini juga menunjukkan bahwa media pembelajaran interaktif yang telah
dikembangkan dinyatakan valid untuk digunakan, dengan persentase kevalidan
materi sebesar 69,16% dari ahli materi mencapai Kriteria tinggi dan presentasi
kevalidan media sebesar 80% dari ahli media mencapai Kkriteria tinggi. Dengan
demikian, produk media pembelajaran interaktif ini valid untuk selanjutnya uji
coba dalam proses pembelajaran.

Kata kunci: ADDIE, Bilangan Bulat, Game-Based Learning, Media Pembelajaran
Interaktif, Penelitian dan Pengembangan.



DEVELOPMENT OF INTERACTIVE LEARNING MEDIA ON INTEGER
MATERIAL FOR GRADE VIl USING GAME-BASED LEARNING METHOD (By:
Muhamamd Alfiannur; Supervisor: Ati Sukmawati, Novan Alkaf Bahraini Saputra;
2025; 90s pages)

ABSTRACT

Low student motivation towards mathematics was the underlying problem that
prompted this research. Therefore, the development of interactive learning media
for integer material for seventh-grade junior high school students (SMP/MTS) using
the Game-Based Learning (GBL) method was necessary. This research also aimed
to determine the validity of the developed media. This study employed a Research
and Development (R&D) design, utilizing the ADDIE development model, which
was limited to the analysis, design, development, and evaluation stages. The data
analysis technique used was quantitative data analysis. This quantitative data
analysis procedure involved the presentation of the product, namely web-based
interactive learning media. Quantitative data were obtained from the validity
evaluation of the web-based interactive learning media through questionnaires
completed by material experts and media experts for the product. The results of this
research were interactive learning media on integer material for seventh grade,
which was developed using HTML, CSS, PHP, Laravel, MySQL, Construct 2,
Netlify, Visual Studio Code, Mozilla Firefox, and Corel Draw technologies. The
research results also indicated that the developed interactive learning media was
declared valid for use, with a material validity percentage of 69.16% from material
experts, reaching a high criterion, and a media validity percentage of 80% from
media experts, also reaching a high criterion. Thus, this interactive learning media
product was valid for further testing in the learning process.

Keywords: ADDIE, Integer Material, Game-Based Learning, Interactive Learning
Media, Research and Development.
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